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PREFACE. 


Dear Comrades, 

I say comrades, because we have now fought many 
campaigns together with our toy soldiers ; you have followed 
me with great patience, and I have been with you in your 
efforts ; you have conquered the rules and grasped the idea, 
and I hope the games you now play are the more interesting 
for the little trouble you have taken to begin with. 

Many of my young comrades play the games like old 
soldiers, and know all the points and rules without con¬ 
sulting the book. This is how it should be, and they can 
quickly form their plans and seize upon any advantageous 
opportunity. 

Since the publication of the first edition, which was so 
well received, I have seen where some further explanation 
or revision could be made with advantage, and this has 
now been done. 

That you will pass many pleasant evenings during the 
winter with your War Games, and that playing them as 
laid down in this little book will enlarge and sharpen your 
mind, is the sincere wish of 

« 

Your Comrade, 


The Author. 
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WAR GAMES FOR BOY SCOUTS 

PLAYED WITH MODEL SOLDIERS. 

By a C.I.V. 

At the present time there is an ever-increasing demand 
for toy soldiers. Playing at and with soldiers appeals 
strongly to our boys, and they will cheerfully save their 
pennies to purchase another Infantry or another 
Cavalry regiment and thus make their Army 
more complete. In the collection of such an 
Army the boy of to-day is very much better 
off than was his father or elder brother, as in former years 
all toy soldiers were made in Germany, and crude and in¬ 
correct most of them were, whereas now the Toy Soldier 
is made largely in England, and is an exact representation 
of the various regiments of the British Army. The toy 
shops of to-day furnish us with English, Scottish, Irish, 
Welsh, and Colonial regimentsriiot to mention the Navy 
and Marines, while every branch of the Service is repre¬ 
sented—Cavalry, Artillery, Royal Engineers, Infantry, 
Cyclists, Army Service Corps, and Royal Army Medical 
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Corps. It can now be truly said that the British Toy 
Soldiers have defeated the foreign invaders, and driven 
them out of the country. 

That a healthy patriotic spirit now prevails amongst 
our boys is shown by the popularity of the Church 
Lads’ Brigade and of the Boy Scouts. It is there¬ 
fore but reasonable to suppose that our boys, when play¬ 
ing with their toy armies, would like to have some fixed 
and rational idea upon which to base their operations in¬ 
stead of, as in the past, standing up their soldiers in two 
long lines and pounding away at them until but one man 
was left standing. Such a game as this is not real war; war, 
even war in toyland, should be played as if every soldier 
was alive, and it should be remembered that there are 
limits to endurance, and that sometimes discretion is the 
better part of valour. When acting as General Command¬ 
ing the Army of Toyland, try to imagine that you are com¬ 
manding live men and horses, and do your best to lead 
them on to victory, showing due feeling and considera¬ 
tion for those under your command. Try and realise what 
Lord Roberts and Lord Kitchener felt when in command 
of all those men in South AJfrica; think what a great re¬ 
sponsibility it must have been, and how well it was carried 
out , 

With all games there are a certain number of rules, but 
this is perhaps the first attempt to lay down such for the 
game of soldiers. Here under various headings you will 
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find simple rules to follow, but where difficulties arise to 
which the rules do not, apply, do as you would do in actual v 
warfare—that is, use common-sense. 

RULE I. 

When in Doubt. 

There will be two sides, combatants under General I and 
t 1 General 2 , and a non-combatant must be appointed to act 

as Umpire; your father or one of your elder brothers 
would do, and if they have military experience so much the 
better. The word of the Umpire is final; should a de- 
bateable point arise, both sides must declare a truce, and 
appeal to the Umpire. No. I General states his opinion, 
then No. 2 does likewise; it now remains for the Umpire 
to pass his, and whatever he decides must be obeyed. 

RULE II. 

Your Country, How to Make It More or 
Less Extensive. 

The more space you have for operations the better, the 
whole of the nursery floor, or two or more tables side by 
side make an excellent battle ground. Once this is 
settled, the next point is how are we to measure distance. 
Here is a simple plan, Mark out equal distances on two 
sides of your table or room with little flags made with pins 
passed through a piece of paper, as in diagram, or mark 
the intervals on tape and fix to the table by means of 
drawing pins. 
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Now you can call the space between the flags, or the in¬ 
tervals marked on the tape, 5, 10, 15 or 20 miles, just as you 
like, and you can arrange them anything between 6 inches 



to 12 inches apart Suppose your space one way measures 
6 feet, it would be well to have 6 spaces of 12 inches each. 
Now we may decide that 12 inches equals 5 miles, that will 
mean you have an imaginary distance of 30 miles. 

RULE III. 

How to Map Out the Imaginary Country. 

Mark some paper "Farm,” "Cornfield,” “Hill,” 
" Village,” “ Bridge,” “ River,” etc., cut out into little flags, 
using pins to stick through them, plant these flags about 
the table, and map out the country as desired with farms, 
cornfields, hills, etc In the example game described fur¬ 
ther oh only Farms and Hills are shown, the object being 
to make the first game as simple as possible.. 

A range of hills should be indicated by tape, each end 
pinned down by the flags, mshrked “ Hills.” The same 
applies to rivers. 

When troops occupy a hill they must be placed on the 
tape. If desired, the hills can be marked various heights; 
this will affect Artillery considerably, and must be a matter 
for the Umpire to arrange. 
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RULE IV. 

How Far can the Various Units March in a Day? 

Infantry 3 miles an hour, limit for one day, 18 miles. 
Cavalry 5 ,, ,, ». i> 3 ° ** 

R.H. Art.j • 

R.F. Art. I 4 ” ” * ” ” 4 ” 

4.7 Guns 2 „ ,, ,, n 12 ,, 

Mule Battery and Maxim Guns same as Infantry. 

Transport Wagons same as 4.7 Guns. 

Ambulance Wagons same as Infantry. 

RULE V. 

How to Move Troops a Certain Number of 
Miles in any Direction. 

Already from Rule II. you will understand how to do this. 
A foot rule will be necessary, and the General simply states 
•to the Umpire that he wants to move certain troops in 
this or that direction, and the Umpire will decide if it is 
possible and measure it out. 

RULE VI. 

How to Commence the Game. Object in View. 

Each Commander establishes his forces at a camp which 
will be called the base of operations. 
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The Umpire will decide what the object of the game shall 
be; for example, the capture of a certain position midway 
between the two forces, or the destruction of the enemy’s 
base; in any case, there should be some object in view. 
The Umpire will also give an imaginary .time for the game 
to commence. 

RULE VII. 

How the Commanders may Move their Forces in 
Such a Way as to Outwit and Forestall Each 
Other. 

In real war it is impossible for a General to see at a 
glance what is happening miles away (which, of course, in 
playing soldiers on the same table or floor, you can do); 
he has to make his plans and act, meanwhile sending out 
scouts to try and obtain information of the enemy’s move¬ 
ments. Very often all his plans and calculations are upset 
by certain movements of the enemy. Now, we desire some¬ 
thing of this element of uncertainty to enter into our games, 
and it is accomplished as follows: — 

The Forces occupy their bases. 

The Umpire gives particulars (it will be more satisfac¬ 
tory if he keeps a record on paper), giving the time to com¬ 
mence and the object to be achieved. 

Now, each General must make definite plans cover¬ 
ing an imaginary three hours, these plans he will 
make known to the Umpire while his opponent is 
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out of the room. When the Umpire has learnt the plans 
of both Generals and passed them as possible, he will haVe 
both players in and superintend the 3 hours movements 
exactly as planned. At'the completion of the movements 
the same proceeding will be followed, each General again 
stating his intentions for the next imaginary 3 hours, 
while the other General is out of the room. It will be 
interesting for them to observe each other’s posi¬ 
tion at the end of each period; they will pro¬ 
bably think this or that is intended, and will perhaps 
have to alter their own arrangements. Now is the time 
for one General to try and mislead the other, such as by 
sending a strong force of Cavalry to threaten one of the 
enemy’s positions. This would make the other General 
send a strong reinforcement to the threatened position, 
thereby weakening some other point. Having achieved this 
object the Cavalry will double back and join in the general 
attack upon the weakened point. This kind of thing will 
cause great excitement and fun, and test the Generalship 
of the leader. At the end of each movement, when they 
see each other's positions, it must be considered that this 
knowledge has been made known by Scouts, etc 

The time only counts when both Generals are operating 
their troops. When they explain their plans, or the Umpire 
declares a truce for explanations, this does not count. For 
example, when operations commence: Imaginary time, 7 
a.m., to 10 a.m., there is then an interval to arrange next 
3 hours’ moves, but when play is resumed the time will be 
where we left off, 10 a. m. 

W.G. 


B 
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RULE VIII. 


How to Award Points. 


The fighting value in points of the various arms:— 
Infantry ... ... , ••• •••= 2 points. 

Cavalry . ...= 3 >> 


Mule Battery, j each gun 
Maxim Gun, ) 


Royal Horse Artillery, each gun... = 8 ,, 

,, Field ,, ,, ,, ■••= 8 ,, 

Naval Gun, . » »> •• = 8 >> 

47 Gun . ' ••• = IO »» 

Each man of escort with guns ...= 2 ,, 

An extra point' Can be claimed for each man if in a 
strong position, such as upon a hill, etc. This applies to 
all arms. If Cavalry are placed upon a hill points count 
same as Infantry. 


Ambulance Wagon = 6 points 
Ambulance Staff, 

each man.= 2 ,, 


Not fighting 
points. 

See note below. 


The Ambulance points can only be used to reclaim 
troops put out of action; if the total ambulance points = 
20, the ambulance will reclaim troops equal to 20 points, 
and must hold them for not less than six hours, when they 
can leave to join the fighting force again. The ambulance^ 
must be within 3 miles of the fighting to reclaim men. 


9 


The total strength of Ambulance must not exceed J of 
the fighting force to which it is attached, thus if the fight- 
ing force equals 100 points, the Ambulance must not ex¬ 
ceed 20 points. 

Note.— In the engagement described further on the 
Ambulance, Staff, and Wagons are in attendance within 
three miles of the fighting on each side (see Plan 9), there¬ 
fore both players could reclaim some of the men put out of 
action; but as the Ambulance points are equal in each 
case, it would not make any difference to the final result. 
In this game, therefore, the Ambulance has not been made 
use of. 

RULE IX. 

Food Supply. How it Affects the Operations. 

No war game can be properly played if the food supply 
is not taken into consideration. It will be assumed that 
troops carry sufficient food to last 48 hours, and if the 
operations extend beyond that time it will be necessary 
to have the Transport within easy reach. 

Suppose a force moves off at six o’clock early Monday 
morning, leaving the transport behind, this force is sup¬ 
posed to carry sufficient food to last 48 hours, that is until 
6 a.m. Wednesday; after that time they will be weakened 
by want of food, and at the end of every three hours, pro¬ 
viding the wagons with supplies have not joined them, the 
umpire will put out of action X V part of the force, but if 
the wagons can get in touch during the next three hours 
the force is saved, and can go on for another 48 hours. 

b 2 
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RULE X. 

Rules Applying to Flags. 

If it is desired to destroy a farm, a village, a bridge, or 
cornfield, the flags marking them must be removed. 

RULE XT. 

► * 

The Striking Distance of the Various Arms. 

The Umpire will consider the troops within striking dis¬ 
tance as follows:— 

Infantry ... ... ••• 1 mile. 

Cavalry ... ... ••• 2 m *l es - 

Mule Battery . 3 »» 

Maxim Gun. ••• ••• 3 »> 

c 

Royal Horse Artillery ... ... 3 >» 

,, Field ,, . 3 >> 

Naval Gun. •• ••• 3 >> 

4*7 Gun .. ••• ••• 4 »> 

The Umpire will deal with, them as laid down in the 
next rule. 

RULE XII. z' 

How the Umpire will Act when the Forces 
come into Action. 

Of course the Artillery will come into action first at 3 
or 4 mile range, and one side may be weaker in Artillery 


11 

or without Artillery; if this is so the side minus Artillery 
are losing men without being able to strike a blow. In 
this case they must advance, if strong enough, to within 
striking distance or retire out of range. The Umpire 
must consider position, and allow extra points for a force 
posted on a hill (see Rule VIII.). 

The rule for awarding points will be as follows :—Count 
the value in points of the forces engaged. Suppose one side 
in action equals 20 points, and the other side can only 
count 15 points, there will be a difference of 5 points. 
The weak force will be put out of action, and the stronger 
will be reduced an equal number of points, viz., 15, which 
leaves the victor with a force equal to 5 points. 

* 

Special Note. 

Heavy Guns, Wagons, etc, cannot pass through flags 
marking Hills or Rivers, they must go round the hills, and 
in the case of rivers, if the bridge has not been destroyed 
(viz., removed) they may cross by the flag marked 
“ Bridge.” If the bridge has been destroyed, and there 
are Engineers with the force, the Umpire will allow six 
hours in which the Engineers may construct a pontoon 
bridge, over which the troops may pass. 












No. 1. 7 o’clock a.m. 



To distinguish between the Red and Blue Forres:—Red troops are represented by light characters. 
Blue troops are represented by heavy characters. ‘ 
g Villages I, a, 3, and 4 which may be named or numbered. - - — - -■— Hills. 
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EXAMPLE OF A WAR GAME. 


Plan 1. Shows the field of operations, the space at com¬ 
mand is 8ft. by 4ft., and in the plan the intervals between 
the flags represent 10 miles. The plan shows the bases 
and the troops of each force, also farms and hills. To dis¬ 
tinguish between the forces in the illustrations, Red’s 
force is lightly defined, and Blue more pronounced. 

Rets fore, Blue-'f™. 


4 Infantry Regiments, to “ ■ “ ** — * 
men in each. 

3 Cavalry Regiments, 5 X((XI 
men in each. 

1 Batteries R.H. Artillery, 
each Battery 1 gun and 
$ men. 

Mule Battery, officer and 
5 men. 


wiwm 3 Infantry Regiments, to 
men in each. 

xxxxx 4 Cavalry Regiments, 5 
men in each. 

1 Battery R.H. Artillery, I 
• • gun and 5 men. 

. „ Naval Gun and Escort, t 

Officer and 8 men. 


Ambulance wagon. f 

Army Medical Staff. (, 

Army Service Corps, 2 
wagons. 


} Ambulance wagon. 

) Army Medical Staff. 

Army Service Corps, 1 
wagons. 


Note—A ny of the above forces are obtainable at any 
1st class toy shop. 

The Umpire gives out that:— 

The general idea is to seize and hold the hills shown in 
the centre of plan. 

That the time will count from 7 a m. 

Now let us commence. 












*4 

Blue goes out of the room while Red makes his plans 
(for the first three hours) known to the Umpire, from 7 
a.m. to 10 a.m. He has to show where he wants his troops 
by 10 a.m., conforming to the various rules laid down. 
Red’s plan is as follows: ’'It is his intention to divide his 
force, sending 1 Cavalry Regiment to Farm 4, 2 Cavalry 
Regiments to Farm 3, with the Mule Battery in support, 
and a Transport Wagon with supplies. The remainder 
of his force he intends sending in the direction of Farm 1. 

The Umpire makes a note of this. 

Red goes out of the room while Blue makes his inten¬ 
tions known to the Umpire. Blue’s idea is to push all his 
force direct to Farm 2, his Cavalry to try and keep the 
enemy from gaining the Hills. 

Both players will now take up positions at their respec¬ 
tive bases, and the Umpire will see that they carry out their 
moves properly, and as arranged. 

The Umpire should be provided with a rule and pins to 
mark out the distances. When the moves are complete, it 
will be 10 o’clock, and the positions of the troops will be 
as shown in No. 2 Plan, viz., the Cavalry have moved 15 
miles, the Infantry, Mule Battery, Naval Gun, and Ambu¬ 
lance 9 miles, the Royal Horse Artillery 12 miles, and the 
Transport wagons 6 miles. 


No. 2. 10 o’clock 



BL'JE. BASE 
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IO A.M TO I P.M. 

The same arrangement will be followed out 

Red’s plans: His Cavalry will reach Farm 3 and Farm 
4. The Mule Battery will be 18 miles on the way, while 
the Transport Wagon will be 12 miles. The Infantry 
will reach Farm I, where one Regiment will be left behind 
as a reserve force, the others pushing on some 3 miles to¬ 
wards the hills. 

Blue’s plans are simple. Pushing all his force on to 
Farm 2, the four Cavalry Regiments will arrive there. See 
Plan No. 3 for the position of troops after they have both 
made their 3 hours’ moves by 1 o’clock. 


No. 3. 1 o'clock 



BLUE BASE 
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I P.M. TO 4 P.M. 

Both Infantry and Cavalry will have done the limit of 
marching for one day, so they will now have to rest 

Red’s Cavalry at Farms 3 and 4 will rest, making their 
camp there for the night The Mule Battery and Trans¬ 
port push on further to reach the camp at Farm 3. 

Blue’s Cavalry camp at the foot of the hills, where the 
Battery of Royal Horse Artillery join them. The Infantry, 
etc., camping 18 miles from the base where the Transport 
Wagons join them. For positions at four o clock see Plan 
No. 4. 


V 

s 




i 

1 



No. 4. 4 o’clock p.m. 



BLUE BASE 
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4 P.M. TO 7 P.M. 

Red's Mule'fiattery does the other few miles, and reaches 
camp about 5.30, the Transport wagon does another 6 
miles. 

All other troops resting. See Plan No. 5. 


S' 



No. 5. 7 o’clock p.m. 



BLUE BASE 
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7 P.M TO IO P.M. 

Red’s troops still rest; his Transport wagon does 
another 6 miles. 

Blue starts his Transport wagons on to Farm 2. They 
will be 6 miles on the way by io o'clock, see Plan No. 6. 














IO P.M. TO I A.M. .MIDNIGHT. 

Red’s Transport Wagon arrives in camp at Farm 3 by 
11 o’clock. Red decides upon a night march. The 2 
Cavalry Regiments left at Farm 3 will move at 12 o’clock 
one each side of the hills for 5 miles in direction of enemy. 
The Mule Battery will move along the top of the hills. 
Most of the troops at Farm 1 will advance to attack. 

Blue’s Cavalry rest, but he wants the remainder of 
his force at the front by break of day, as there is 13 
or 14 miles to do he gets them on the move by 10 o’clock, 
and they advance 9 miles by 1 o’clock. See Plan No. Y 



* 


No. 7. 1 o’clock 



BLUE. BASE 
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I A.M. TO 4 A M. 

• 

Red’s Infantry force advances 9 miles further. Notice 
how he advances his right, so that the enemy cannot out¬ 
flank him, and how his reserve Infantry Regiment moves 
in support. 

The Cavalry at Farm 4 move to Farm 3. 

Blue at I o’clock realised how Red was sending his 
Cavalry along the hills, he, therefore, orders his Cavalry to 
advance at 1 o’clock, 2 Regiments each side of the hills 
to meet the enemy. The rest of his force reach Farm 2, 
and the 2 Regiments of Infantry he sends along the top of 
the hills, the remainder of his force takes up a defensive 
position at Farm 2, where he is obliged to protect his trans¬ 
port, etc. See Plan 8. 

' A 




No. 8. 4 o’clock 



BLUE BASE 
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4 A.M. TO 7 A.M. 

The fighting commences with break of day. 

The Umpire will deal with those troops within striking 
distance of each other. See Rule XII. A glance at No. 
8 plan will show how matters stand. 

The opposing Cavalry on Blue’s side of the hills must 
fight it out thus : — 

Red. 

1 Cavalry Regiment, 5 men, 3 points each = 15 points. 

Blue. 

2 Cavalry Regiments, 10 men, 3 points each = 30 points. 

Blue will win by 15 points, which means he retains 1 
Cavalry Regiment, equal to 15 points, all the rest of the 
troops in this engagement, one of Blue’s Cavalry Regi¬ 
ments, also Red’s Cavalry Regiment, will be put out of 
action. On the other side of the hills, Red will have the 
best of it, the Cavalry meet and come into action. 

Red has only one Cavalry Regiment, but he has a 

Mountain Battery on the hills, thus: — 

Red. 

Cavalry Regiment (5 men) 3 
points each .=- 15 points. 

1 Mountain Gun .. .== 6 ,, 

Escort of 6 men advantageous 

position, 3 points each ... =18 ,, 

+ 39 •. 


st 
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Blui 

2 Cavalry Regiments (to men) ... - 30 points. 

•» “ 

+ 30 „ 

Red wins by 9 points ; he decides to retain a force thus: 
Mountain Gun ... .. =6 points. 

2 men .=4 ,, 


i 


The winner may claim advantage of an odd pointdn such 
a case. The winner, according to points allowed, retains 
those troops which he thinks most advantageous. 

The remainder of the force engaged must be put out of 
action as follows 

Red: 1 Cavalry Regiment and 4 Gun Escort Men. 

Blue -. 2 Cavalry Regiments. 

As regards the rest of the force: — 

The Infantry are some 4 miles away from each other. 
Before they can strike they must be some 3 miles nearer; 
another mile and the guns will be in action. 

When the Umpire has finished, awarding points, putting 
troops out of action, etc, the players will resume as be¬ 
fore. 

Red’s plans will be to move his Cavalry Regiment 
towards the Hills. His Mule Battery advances to 

join in the general attack_The remainder of his 

force advances upon the hills and commences a general 
action. The reserve Regiment advances 9 miles to the sup- 
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port of the right flank, which is threatened by the enemy’s 
gun. 

The Transport joins the Ambulance Wagon some 3 
miles from the hills, the Ambulance staff advance with the 
fighting line. 

Blue sends his only Cavalry Regiment to the left flank, 
the remainder of his force prepares to resist the attack. 
For the positions at 7 a.m. see Plan 9. 
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7 A.M. TO IO A.M. 

The Umpire will again decide how the fight goes; let us 
glance at Plan 9. All the forces are now engaged, Red’s 
left is advancing under cover of the fire from the Guns to 
attack the enemy on the hills. The Umpire will deal with 
the attack upon the hills. 

Red's Force in points. 

* 

2 Infantry Regiments 20 men, 2 

points each ... ... ... = 40 points. 

1 Mule Battery Gun .— 6 ,, 

Escort of 2 men in protected 

position, 3 points each ... = 6 ,, 

R.H.A. Gun .i.= 8 „ 

5 Men, 2 points each .= 10 ,, 

Total ... ... 70 ,, 

Blue's Force in points. 

2 Infantry Regiments, 10 men in 

each . =20 men 

In protected position counts 3 

points for each man ... = 60 points. 

R.H.A. Gun, 8 points. 

Escort of 5 Men, 2 points each = I «= 18 ,, 

10 points . J 

Total ... 78 ,, 
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Thus Red’s attack on the hills will fail, and Blue will win 
by 8 points; that is, he holds the hills with troops equal 
to 8 points. He will retain 4 Infantry men at 2 points 
each = 8 points; the remainder 16 Infantry will be put 
out of action, and the Red force, 2 Infantry Regiments, 
Mule Battery, and R.H.A. Gun will also be put out of 
action. 

The result as regards the remainder of the forces engaged 
around Farm 2 will be 

Red. 

2 Infantry Regiments, 20 Men, 

2 points each ... .= 40 points. 

1 R.H.A. Gun ... .... ... = 8 ,, 

Escort 5 Men, 2 points each ... = 10 ,, 

Total ... ... 58 ,, 

Blue. 

1 Infantry Regiment, 10 Men, 2 

points each ..= 20 points. 

1 Naval Gun .- 8 ,, 

Escort 9 Men, 2 points each ... = j8 ,, 

1 Cavalry Regiment, 5 Men, 3 

points each .= 15 >» 

Total. 61 ,, 

Thus Blue has the best of it by 3 points, and he decides 
to keep 2 Infantry men = 4 points. All the rest of the 
above forces are put out of action. 
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Now Red has i Cavalry Regiment at Farm 3 which has 
not been in action. This Regiment advances to attack the 
remnant of Blue’s force. 

Blue’s force now consists of 4 and 2 Infantry men, 6 in 
all; these he collects together with his transport and ambu¬ 
lance at Farm 2, where they entrench and fortify them¬ 
selves to resist the attack of the remaining Red Cavalry. 
See Plan 10. 


r 
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IO A.M. TO I P.M. 

The forces are not yet within fighting distance, the 
Umpire wants tp know what Red’s intentions are. Red 
considers the points would be to the advantage of the enemy 
if he attacks the Farm with Cavalry, so he decides to sur¬ 
round it and starve the enemy into surrendering or fight¬ 
ing him in the open. In the meantime he wants his Trans¬ 
port from Farm 3 to join him,'thus Red’s total force in 
points: — 

1 Cavalry Regiment, 5 men, 3 points each = 15 points. 

Total. 15 „ 

Blue Force. 

6 Infantry men = 2 points each in the open, are worth 
3 points each in protected position at the Farm, viz., 18 
points. 

The Umpire would only allow him to stay at the 
farm a limited time, until supplies are supposed to run out, 
and as there is no hope of relief Blue decides 
to surrender, and the Umpire awards the 
victory to Red who, with 1 Cavalry Regiment, is in pos¬ 
session of the hills, also the enemy’s Transport, etc., and 
6 prisoners. 

NOTE RE Transport.—T he foregoing operations cover 
27 hours, and the Transport only plays an important part 
after 48 hours. See Rule IX. 



IS ! ! 


THE SCOUT BOOK 

THAT HAS THE LARGEST SALE 

IN TME WORLD 

' AIDS TO SCOUTING 


BY LlEUT.-GEN. Sir R. S. S. BADEN-POWELL, K.C.B., K.C.V.O. 


CONTENTS. 


I —Pluck and Discretion. 

II.—Finding the Way in Strange 
Country* 

111.—Quickness of Eya. 

(V.—Keeping Yourself Hidden 
and Dodging the Enamy. 

V.—Tracking. 

VI.—Reading tha Spoor. 


VI!.—Getting Across Country. 
VIII.—Sketching. 

IX.—Reporting. 

X.—Headings for Reports. 

XI.—Despatch Riders. 

XII. —Care of Man and Horse. 

XIII. —Spying. 

XIV. —Scouting on Service. 


Appendix A.—Regimental Organisation of Saouts. 

Appendix B.—Scouting Competitions. 

Appendix C.—Patrol Formations. ^ 

The 'Aids to Scouting' are eminently practical, very clearly explained, and are suoh as will 
appeal to the intelligence of those to whom it ia addressed." 

' The book ia made the more interesting by the fact that its proof sheets were actually revised by 
the gallant rfuthor while besieged in Mafeking. where he doubtless put to excellent purpose Dm 
precepts he has so olearly laid down for Soouting ."—Pell Mall Gexette. 

PRICE ONE SHILLING. 


UNDER WHICH FLAG? 


Every Boy Scout should know the FLAGS o! FOREIGN NATIONS, 
end also every BRITISH COLONY. 

To Learn them you thou Id here 

FLAGS of the British Empire and National Flags, 

Including International Code Signal Flags; Admirals Flags of diffe¬ 
rent Nations; British Semaphore—Signs end Significations; Special 
Coast Flag; Signals of Distress; Flags of the Royal Yacht Clubs, 
and where stationed; International Code of Signals for Communi¬ 
cation between Fishery Cruisers, and Fishing Vessels in the North 
Sea; Colonial Flags and Badges; Morse Code and Signals for 
-Pilots. Compiled in accordance with latest Regulations.- 

Beautifully Printed in correct Colours, on a large Sheet, size 
23 in. x 35 in. folded into a handsomely designed cover. 

Price ONE SHILLING. 




WHAT ft YOUR HOBBY?—DO YOU COLLECT CRESTS? 

GALE £r POLDEN, LTD. 

SELL 

OFFICIAL CRESTS OF v ' A 

THE BRITISH ARMY ^*,3^ 

*7My^ In Packets containing 48 designs; flj '51 

, all beautifully executed in various 

& Nos. 1 to 25 Packets now ready. 

^P»yj^sg J Price SIXPENCE ftr Packet. 


OFFICIAL CRESTS OF SHIPS 

J of the ROYAL NAVY 

In Packets containing 36 different 
h Crests in various coloured reliefs. 

•gfr Price SIXPENCE per Packet. 


m 


THE BOY SCOUT’S REPORT PAD. 


For Field and every day use, with 
hints on writing reports, etc. . . . 


Price 3d. 


The Patrol Leader s Pocket and Record Book. 


FOR MARKING UP ATTENDANCES, 
PAYMENTS, ETC. 


Price 3d. 


The Boy Scouts Bugle Calls and Bugle Marches 


-AUTHORISED MUSIC AND WORDS.- 
Compiled and Arranged by the Bandmaster. 

Containing 16 Obligatory Calls. 20 Infantry Calls, which 
should be known by all Buglers, and 18 Bugle Marches. 


Price 


SIXPENCE 




v. 


USEFUL BOOKS, Etc., 

FOR BOY SCOUTS. 

The Magnetic Compass and how to use it, fully Illustrated with Diagrams. ». d. 
Compiled by Capt. R. F. Leggk, The Leinster Regiment In book form—cloth cover 

for pocket . . . 0 9 

A B C of the Union Jack. By Cecil H- Crofts, M.A. Fully Illustrated in Colours 0 2 
British Army Crest Album, containing Honours and Nicknames of the Army, with 

spaces for all Regimental Crests, badges, etc. .SO 

Crests and Badges, British Army, in daily use. Issued in one sheet. 35* x 23”. 

Lithographed in gold and colours. 108 designs. Bound in handsome covers . 1 P 

Medals and Ribbons, British Army, correctly printed in colours, in one sheet, size 

30* X 20*'. . Folded into a handsomely designed cover. I 0 

Boxing: The Modern System o! Glove Fighting. By Capt. W. Edcenvorth* 
Johnstone (Royal Irish Regiment). Assistant Inspector of Gymnasia. Heavy-weight 

Amateur Champion of England. 1895 and 1896 ... .. ... ... 2 6 

Body-Building or Man in the Making: How to become Healthy and 
Strong. Containing sets of Exercises and special photos of Mr. Sandow and family. 

Written by Eugen Sandow. author of “ Strength and How to obtain it ". 1 p 

Club Swinging for Health, Development, Training, and Display. By Tom 
Borrows, Champion Club Swinger of the World. Contents: Indian Clubs—The 
Beginner—First Exercises—Shoulder Circles—Advanced Club Swinging • Exercises— 

Club Swinging for Development—Hints to Teachers—Implements. Thirty-five whole* 

page Illustrations .} p 

Gymnastics. The Vaulting Horse and How to use it. By Guv M. Campbell. 

350 Exercises, with 47 Elates from Photographs. 1 0 

Gymnastics. Tricks and Exercises on the Horizontal Bar, and How to do * 
Them. Upwards of 100 Examples, with Chart. 2nd Edition. By A. Dimmock, 

Author of 100 Exercises on the Parallel Bars . I 0 

Gymnastics. One Hundred Exercises on the Parallel Bars, and hpw to do 

Them. With Chart of 00 Illustrations. By A. Dimmock. 1 0 

How to Keea" Fit," or The Soldier's Guide to Health in Field, Cainp, and ' 

Quartcrsf compiled by Surgeon-Major H. Waite . 0 3 

(Dedicated, with permission, to Lieut.-Gen. R. S. S. Badkn-Powkll, C.B., F.R.G.S.) 
Physical Culture and Self-Defence. With instructions to Boxers. By Robert 

Fitzsimmons, Middle-Weight Champion of the World. With 40 Illustrations . 1 0 

Quickness: and How to Increase it. By Eustace Miles. M.A., Containing:— 

A Note on Cats and a great Athlete— Different Kinds of Quickness-A Comparison 
and Contrast of Quickness and Strength—Quickness in Adaptation—A Course of 

Exercises, etc- ... . . 10 

Running Recollections: and How to Train. Being an Autobiography of A* R. 
Downer. Champion Sprinter of the World, and short biographical sketches of E. C. 

Brediu (with his Ideas on Training), Lcn Hurst, Fred Bacon, George Blenner-Hasset 
Tmcler. with Method of Training in the early part of the past century, and Notes on 

Training for Boys . ••• . .2 6 

Strength : and How to Obtain it. By Sandow. with Anatomical Chart showing the 
Exeicises for Ph>sical Development of Men. Women, and Children. REVISED 

EDITION. Fully Illustrated . . 2 6 

Swimming for Health, Exercise, and Pleasure. By Experts. Mis%, Annette 
Kellkrman. William Henry, C. M- Daniels. A. Sinclair, J. Wolffk, H. H. 
Griffin, and F. N. Piggott. How to Learn to Swim -Teaching a Children’s Class- 
Swimming on the Back—Other Methods—Side—Overarm—Trudgeon and Australian 
Crawl Diving. Ordinary and Fancy—Life Saving—Swimming for Ladies—Long Dis¬ 
tance Swimming—Plunging—Fancy Swimming—Water Polo—Running an Entertain¬ 
ment- With 40 Illustrations. — ..f . 1 Q 

Obtainable from the Printers atut Publishers— 

GALE & POLDEN , Ltd., 

2, Amen Corner, Paternoster Row, E.C.. and at Aldershot and Portsmouth 



